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Ifilllllllllijgaiicll Kind 


GEX makes hii friumphant return in GEX 3: Deep Cover Gecko. 


As an international secret agent For hire, GEX'S latest 
adventure is to rescue the beautiful A?ent Xtra uiho has been 
kidnapped by who else but GEX's arch nemesis, Rei. Alone the 
j way GEX must change into a variety oF costumes and master 
’ ALL-NEW gameplay mechanics to outwit the evil Rez's empire. 


Find and unlock secret playable characters 
including GEX's overweight leopard gecko 
cousin, JoyZee and his butler, Alfred. 
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World-Wide 

6EX! 


| THE On-Line Source 
for NEW GEX Info: 

| -Free GEX S 
Agent Xtra 
Wallpaper! 

•Updated GEX news 
and Contest Info! 

'New screenshots, 
character art 
& downloadable 


New Nintendo 64 move: 
"The Tongue Grab" 

Exclusive to the Nintendo 64! 

• 3 ALL-NEW Nintendo 64 levels 
•New "Controllable Tongue Grab". 
Control fiEX'r extra lone tongue to 
swin? over obrtader and enemier. 


3D camera system 


platformin 
on the 


Fast-paced Bonus Rounds 
that include ridin? 
diles, kanyaroos, tanks, 
camels and more. 


worlds based on media 
and pop culture parodies including 
Savin? Private GEX through 
intense military missions 
•Twisted North Pole with 
crooked Santa and his evil elves 
• GEX Capone as the CLODFATHER 


Baywatch vixen Marliece Andrada 
stars as the beautiful A?ent Xtra. 
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I am a huge fan of your magazine — 
I buy every issue ana I read every issue! 

I heard a game was coming out called 
"Rainbow Six", is this true? I heard it 
was kinda like Goldeneye and Winback. 
Also, in the Spring '99 issue, Mark 
reviewed Rogue Squadron and said that 
there's no other game like it except 
AeroFiahters Assault. Mark — don't you 
remember Star Fox? I like Rogue 
Squadron and Star Fox? Well, later for 
now. You guys kick ?*@! 

Diehard Fan, 

Darin Braswell, 
Cloverdale, Ca. 


Racer in that it is more of an arcade 
experience, and World Driver is more 
like Cran Turismo in that it is more 
sim-like. Check 'em out, you'll like 


Thanks for the letter, Darin. Rainbow 
Six is indeed a Nintendo 64 game that 
will be released later this year. You can Mana, 
read more about it in our E3 section. 

Also, Star Fox is more of an arcade 
game than Rogue Squadron and 
AeroFighters, as these games are a bit 
more on the "sim" side of things. 


I've been buying your magazine for the 
past year and I was very disappointed 
in your Spring '99 issue (the one with 
Gauntlet on the cover) because, when I 
checked out the backdoor section, it 
didn't have any codes for WCW Nitro 
' 11 i you gu^s put some codes 

Your biggest fan, 

Mana Kea 
Honolulu, HI. 


it for the ne 


Cool guys at Q64, 

I was wondering if you could tell me if 
games like Gran Turismo and Ridge 
Racer Type 4 are going to come out for 
the Nintendo 64. It seems as if the 
PlayStation has all the cool racing games, 
and we N64 owners are left with sucky 
titles like Cruisin' World and California 
Speed. Please clue me in! 


JoJo, 

Well, we hate to break the news to 
you, but Sony (Gran Turismo) and 
Namco (Ridge Racer) won't be coming 
out with Nintendo games anytime 
soon, at least not Sony. And Namco 
has stayed away from the N64 for more 
than two years, so it's not likely they're 
going to get involved at this late stage. 
However, the good news is that there 
are some terrific racing games available 
for your Nintendo 64 — check out 
Beetle Adventure Racing from EA, and 
the new World Driver: Championship 
from Midway. Beetle is kinda like Ridge 


Once again, ask and you shall receive! 
Check out our Backdoor section this 
issue, and you'll find some cool codes 
for Nitro. And, just in case you wanted 
to know, the reason we didn't have 
any codes for the game in our last issue 
was because the game had not yet 
been released at the time we went 


I recently bought my first issue of Q64, 
and it's totally coolf I have a couple of 
questions: 1) Could you give me a cheat 
for NFL QB Club 99? And, where's the 
best place to buy Q64? I don't want to 
miss an issue. Keep up the good work. 


Matt, 

Ask and you shall receive—check out 
all the codes for QB Club 99. Next, 
you can always find us at places like 
Electronics Boutique and Babbages, 
as well as Software, Etc., Barnes & 
Noble, and many other fine retailers. 

NFL Quarterback Club '99 
SCLLYMLDR - Alien Stadium 
PWRPYLNS - Huge Pylons 
BGMNY - Big Coin in the Coin Toss 


l- Super Size f _ 

TRBMN - Unlimited Turbo 
STCKYBLL - No Fumbles 
FRRSTGMP - Slo Motion 
DBLDWNS - 8 Downs 
XTRTMS - Cheat Teams 
XTRVLTG - Electric Football Mode 
BTTRFNGRS - Always Fumble 
HSNFR - He's on Fire! 

PNBLL - Players Bounce Around Pinballs 
FLBBR - Flubber Ball 
PPCRNRTRNS - Land Mine Mode 
PWRKCKR - Super Kickers 
RGBY-Rugby Mode 
HSPTL - Mega Injuries 
TTHPCK-Players Look Like Toothpicks 
RCQTBLL - Raquetball Mode 
SLPNSLD - Super Slippery Mode 

Dear Q64, 

Hi! I'm writing to ask a few questions — 
first. I just bought your Spring '99 issue 
and I think irs pretty good, but the 
question is, how do I order back issues? 
Second, why are the images blurry in 
the review section, 'caused have some 
of those games and they look better than 
that! Third, why doesn't a game get a 
10 on a review? Is that number just there 
to waste ink? Zelda deserves a 10 
straight across! You guys probably grade 
these things like I ao — never give a 
perfect score because there's always 
room for improvement. Fourth, is tne 
next Nintendo system going to be in CD 
format, or DVD? Ana, will the 64DD 
come out in the US at all? And for my 
finale, why don't all of the new games 
use the 4MB Expansion Pak? Tt was 
made to improve games, but only a few 
are actually taking advantage of it. I'm 
hoping to hear from you guys — keep 
up the good work! 


Hey Stan! Thanks for the great letter, 
full of interesting questions and keen 
observations. Let's take 'em like you 
asked 'em; 1) You can order back issues 
by calling Dimension Publishing at 
(916) 989-0131,24 hours a day, 7 days 
a week. 2) The bigger the screen shot, 





the more likely the textures are to get 
blown out, that's why you'll see aoit 
of fuzziness on some of our larger shots. 
However, we try to keep the damage 
to a minimum, so you'll always get the 
best possible resolution! 3) You are 
absolutely correct, the 10 is there just 
to waste ink! No, no, no, that's not 
right. You're correct because there IS 
always room for improvement, and 
even Zelda, as wonderful as it is, could 
be better! 4) No, we told you many 
issues ago (you'll have to check the 
back issues!) that Nintendo wouldn't 
be coming out with the 64DD (despite 
the fact that some other mags still talk 
about it) during our lifetime. Not only 
won't it come out here, it won't see 
the light of day in japan, either. 5) 
Nintendo hasn't released spec's yet for 
their next generation hardware, but 
we have a feeling they will continue 
to use the cartridge format, mainly 
because they can charge higher 
royalties and manufacturing costs to 
the developers that make games for 
the system (people like Acclaim, Ubi 
Soft, EA, etc.). 6) Regarding the 4MB 
Expansion Pak, we've spoken to many 
game developers that feel it is a 
complete waste of their time. When 
you check out two of the better looking 
games out right now, Beetle Adventure 
Racing & World Driver, both of which 
DO NOT use the pak, then you'll have 
to agree that developers don't have to 
use it to make great looking games! 


Live didn't have any life in it. I stayed 
away from In the Zone 'cause everybody 
knows what a hunk a junk that was, ana 
five-on-five Jam (NBA Jam 99) just didn't 
get me excited — they should have left 
it as two-on-two. I am also a big football 
fan, and play tons of Madden and QB 
Club (Madden's a little better overall, I 
think). Baseball has never been the most 
interesting game, but last year I really 
played a ton of Griffey and All Star 
Baseball. Sorry if I'm rambling, just 
thought you should know! Anywho, I do 
have some questions in here... first, what's 
the best baseball game to get this year? 
I can't afford to Keep buying two of 
everything, so I need to make wise 
decisions this year. What do you think, 
Slugfest or ASB 2000 (and I know EA 
Sports is coming out with Triple Play)? 
Next, I KNOW the WWF Attitude game 
is going to be the bomb, I just want more 
info. Third, are there going to be any 
boxing games coming out? I've played 
my friend's (on that other system) and 
the/re pretty cool. Lastly, football season 
is going to be coming up before you 
know it— is there going to be another 
Blitz game? And I'm sure EA is coming 
out with another Madden... what can 
you tell me about them? 


I'm a big sports gamer and have 
purchased just about every sports game 
For the Nintendo 64 (my favorites are 
World Cup & WWF War Zone), but it 
seems that none of the games really plays 
as well as my favorite sports games on 
the SNES and even the old NES. The 
sports games for those systems just 
seemed to be better — I can't really 
pinpoint any one reason though, they 
|ust seem better! Anyway, I've been 
reading you mag for about a year now 
(my first issue was the Spring '98 issue), 
and your sports reviews are the ones I 
always read first. I bought Kobe Byrant 
NBA Basketball and NBA Live 99 last 
year, but didn't like either one of them. 
Kobe's game was slow and boring, and 


football is concerned, 1999 is gearing 
up to be another great one for the N64, 
as Acclaim, Midway, and EA Sports are 
all working on new versions of their 
hit titles. You can read up on all of them 
in our E3 Special Report. Thanks for 
the letter, jerry, and keep those grades 
up (and then maybe you can get a job 
playing video games for a living!). 


Before I forget, your mag rocks! But, I 
picked up the latest issue (Spring '99) 
and I have some bones to pick with you! 
How could Vigilante 8 get a score of 9? 
Maybe an 8, but more like a 7, if you 
ask me. But, no way is it a 9. Heck, you 
guys gave Zelda a 9 — you telling me 
those two games are equal? You're crazy! 
I do, however, agree with your scores 
on BattleTanx (that game rocks) and 
Beetle Adventure Racing (one of the best 
racing games ever!). But, c'mon, Zelda 
should be a 10 and Vigilante 8 should 
be a 7. Anyway, keep up the good work 
— you guys rock! 


Stevie Rogers 
Cleveland, Oh. 


Your loyal reader, 

Jerry South 
Tampa, FI. 

Well, thanks for the homework, jerry. 
We'll be sure to give you a passing 
grade! You brought up a lot of issues 
regarding sports game for N64, and 
we'll do our best to answer them all. 
Let's see... our current favorite baseball 
game is All Star Baseball 2000 from 
Acclaim, although we haven't received 
a finished version of Ken Griffey's 
Slugfest yet, so we have not reviewed 
that one! Check out our reviews of 
both ASB2000 and Triple Play 2000 in 
the judgment 64 section. If you want 
more info on WWF Attitude, then you 
have come to the right place! We've 
got an entire behind the scenes look 
at Acclaim's hot new wrestling title in 
our Cover Story section. And, as far as 


Stevie, 

Ah, the old question about game 
ratings... will it never end? Probably 
not, because your opinion is just as 
valuable as the next gamer, and if the 
two of you don't agree, then you don't 
agree. It's the old''some like Madden, 
some like QB Club" story. All we can 
say is that Mark really, really liked V8 
(and most of us here think it's a dam 
good game, too). However, just 
because games are rated with the same 
score (Beetle, V8, and Zelda, for 
instance, all received 9's), doesn't mean 
their all equal, because they are all 
different TYPES of games (in this case, 
racing, combat/racing, and adventure). 
You could argue that "If Beetle is a 9, 
then California Speed should be a 1", 
and you would be arguing about two 
games in the same category, and the 
scores would be relevant So, just keep 


that are not of the same , 
tough to do! And, Stevie, 


i/YOU rock! 


it's 








Nintendo's Lucasarts' 

Goldeneye 007 Shir Wars Rogue Squadron 


EA'S EA's 

Beetle Adventure Racing Nascar 99 
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st wiped out your Space Center, 
tours, tjjie high-tech weapons 
J1 Strike agam...Tt's your job to 
Igfffire that it doesn't. 




















COVER STORY 



UtlTl/Ete. 



Acclaim struck wrestling gold last 
year by delivering the gaming industry 
one of the all time great wrestling games, 
WWF War Zone. Well, if you thought 
things were pretty good last year, then 
you'll be in wrestling nirvana alter play¬ 
ing Acclaim's latest game, WWF 
Attitude. 

For WWF Attitude, Acclaim turned 
the room upside down and started 
putting every game play option known 

thought of] into the game. First of all, 
though, they had to start by increasing 
the number of wrestlers the you could 
use. War Zone had only 18, and every¬ 
body let Acclaim know that another tiny 
number like that just wouldn't be accept- 


ty matches. You can parti 
Lumberjack, First Blood, 
of the Ring, Survivor Serir 
last Man Standing, Weapo 
more. And, for those of y 
it last year, Acclaim has r 
your desires by including 
pay-per-view mode. Yup 
erally put together just ah 
of match you want to — 
Title Bouts, Specially Match 
Essentially, you will be al 
all of the wrestlers who wi 
the type of match, the are 
action takes place, and e\ 
event yourself I Wow — w 
for anything more, right 1 
you did, you probably a 


























COVER ST DRY i; 


DEEP COVER GECI 

nics are cumntlv finishing uv their second install- && 3 ! 
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EXCLUSIVE C 


"A long time agspin-a galaxy far, ta r away...'' 

- -ft mayjlr hard to bejieve ^bu^ has been 71 - 

ZT - =^ears.s]n^those.woFeJs fircfappeqred-on’this] 
- silver-scThen. They^usheredan azpopcuItureZ 
=L , phenomenon like no other before or sirice.-fhe; 


lized yoke.control rather than 
. Fortheveryfirst time, garners^ 
>t-kuke's X-Wing through the 
is and destroy the battle station, 
was also notable for the use of 


Death Star I 


r released i 


voices_as players battled Imperial Walker* 
ice planet Hofh. Vfeetor-grapfiics wereabcj 
: fof+he fihal Atari coin-op based updo 
of^eJJ^k The game scrolled at a 45 
angle and involved speeder bike chases 


Empire Strikes Ba dC re leased-by.f 
for the Atari^dt)0:(:and other sy$t 
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several playable characters including A 
Slcywalker himself. Finally, the tracks are said to I 
many shortcuts and hidden paths to. explore. 

Videogames set in the Star Wars universe 
always been known for ttheir attention to detail 


the look and fed of the films. Names of places men 
just briefly in the films have been made into entire 
and almost every afien, droid and human chq 


















One of the things I had always foun 


f which the game 


> obtained the 


btheir video games. Specifically, I wanted to know ho% 
d make their baseball players throw the ball fromi 
ibw did they get that bone-crushing tackle by the! 
Sir yet (since I'm a huge basketball fanatic) — how clj 
ftle on screen character to do that amazing dunk? V 


I recently had the f 


I for NBA Jam i 


| Lake City studio to spend a few days motion dgpfur 
fStar Xavier McDaniel (aka The X Man). And, since !' 
id my body was available to take the abuse, Acclc 
•"suit up" and play a little defense on the XMandurin 
ssions. Cool! 

^ : First of all, let me tell you that the whole idea of "rrS 


ard and rim were painted black! The reason i 


EXCLUSIVE 



















tint of glare in the r 


i your body need to be tracked by 13 different comer. 

) be captured is obtained individually. For instance, let's say the first animation to get is g 
I still and raise your arms out to your side (like you're going to flap your wings and fly a 
sgggg - your 'parts' are before the play begins. Next, Xavier and I wbuk^pei 

' [ u, , 1 a jump ball sequence (he kept cheating — he would bump me o 

way up). Then, after one of us tipped the ball and we landed, we v 

■ "scale" again, telling the computer that the play was over. If some' 
didn't go right (like one of us falling to the floor) or if one of the sei 
would get knocked off, then we would retake the scene. Durini 

■ defensive scenes, we would be continually knocking each others'sei 

i off (you got to make it real, right?), so we ended up doingjmany t< 

But, basketball is a physical game (especially the way Xavier f 
it), so you want to make sure you portray it correctly and, if that m 
HHjteSSgpB a hundred takes, then darn it/it'll just have to be done that > 

-- After each take, the computer would have to digest all of the inform 

|^V j P it just received, so there would be considerable "down time" beh 
■ ta ^ es - Anywhere from two-five minutes was the norm, and it allc 
for plenty of time for playing a little one-on-one between take: 
course, trying to dribble a basketball with gloves on is an exercise 
jV Ji I won't soon want to repeat, and when you add in the fact that th 

FOUR sensors ON the ball, dribbling can become quite a task — 
-11 1 for the most skilled ballhandlers around. Shooting the ball was e( 

I once you got used to it, and it's a good thing I did, because 
I $ 100 a shot, I couldn't afford to miss. At one time, I think X owe 

pMHBBHBpP $900, but he could afford it — one of the Acclaim staff owed: 

— i house, car, and a couple grand! Ouch! Just kiddin', but-we did 

ki.i ■ fun goofing around in between scenes. 

After about three hours of shooting in the morning, weli 
for lunch. Acclaim had pizzas delivered, but I couldn't have 
otherwise I wouldn't have been able to get off of the ground!; Wl 
bummer! So instead, Xavier and I had salads and fruit. Boy, talk c 
an atypical lunch, at least for me! After about an hour worth of gr 
! I and apples, it was time to put the gloves back on for another four f 

I of bangin' bodies, flying sensors, and wing flappin' "scales". Be 
I the two player drills, I was able to participate in a variety of si 
£s3sggg£Spp player moves, culminated by a real life "Jam" session at the end c 
day. It was certainly a blast to be able to do some rim shakin' fc 
s m game, and I'm just glad my legs held up! 
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QUICK 

up to the minute E3 info 


The Electronic Entertainment Exposition (E3) for 1999 will be the 
largest convention of its kind, with dozens of game developers and 
publishers displaying all of the latest and greatest games sched¬ 
uled for release during the next 9-15 months. Q64 was on-hand 
to get the scoop on ALL the games on display, and we have pre¬ 
sented them in an easy to use format over the next 12 pages. Simply 
look for the desired publisher (Acclaim, Midway, Nintendo, 
etc.), and then check out the cool games that they have in stone for 
1999. Be sure to check in the Fall issue of Q64 for updates on 





Page 26 ■ Quick Pics E3 
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You’ve waited. IVeVe waited. 













quick rrrr 

up to the minute E3 info 



here, except eye candy and button mashing, but it sure is fun. 


✓E (NO SHOTS SHOWN) 


for you to explore. It is going to be interesting to see how 
this one turns out, simply because gambling is gambling. 
With Golden Nugget 64 already on store shelves, Caesar's 
Palace is going to have to offer something new and unique. 


BatHezone • CRAVE (NO SHOTS SHOWN) 
































































































Shadowgate: Trials of the Four 
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up to the minute E3 info 


All-Star^Tennis|W«UBISOR^ ^ ^ jch d f jjc k/ j 

tennis games on the market. Players will be able to compete in exhibition match¬ 
es as well as "world tour" mode, which allows you to play for the championship. 
Both doubles and singles are supported. Also included is a "bomb" mode, which 


Hype: The Tin- 


he Playmobil toy ser 


s, Hype 

time back to where he belongs and a 
Currently, Hype features 13 different lev- 

some light RPG elements, Hype should appeal to players looking for a more in- 
depth game. We'll have more info, after the show. 


Designed as a complete racing simulation, Monaco Grand Prix offers players the 

one of the toughest GP tracks in existence. The game was made with the assis¬ 
tance of the Automobile Club of Monaco. The club is the organizer of the famous 
race and they helped ensure that the garrus was accurate. In addition to the Monaco 

are no longer optional, they are necessary. Full car customization means that just 
about any tweak is possible. Visually Monaco Grand Prix looks stunning, and com¬ 
pete with the best racers out there. Check out our complete review... 


'ith Paradigm Entertainment to developer Harrier 2001, 
k 1 "' T his airplane fighter not only looks good, but the 
3 to the idea that it will be an accurate repre- 
rier jet. With more than 50 single player missions and a multi- 

rse you're a pilot for the USMC. 
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UBI SOFT'S - 

MONACi ORAND PHI 






complete seasons to the animated pit slops. 
Is that enough to pull us NASCAR loving 
Americans away from our pork rinds and 
rediners? Well, only time and a thorough 
Q64 review will tell. 


SAMIPLAY 

If you've ever played an FI style racer, you'll 
immediately recognize the format of Monaco 
Grand Prix. You start out by setting up your 
car and team. You can tweak the suspension, 
aerodynamics, etc. This is supposed to help 
you master the varying characteristics of 
the different courses and, while this may 
work in real life, I've never really seen it be 
effective in a video game. Once you get 
your car and team set up, you pick your 
race: Championship, Single Race, time 
Attack or Duel. Once you've done that, you 
can select race length and weather 
conditions. I spent the majority of my time 


GOOD FI - 


AVERAGE RACER 


Feast or famine! That statement pretty 
much sums up the state of racing games 
on the N64. We have been treated 
to incredible games like SF Rush, Beetle 
Adventure Racing and Mario Kart on 
the one hand, and total stinkers like FI 
Pole Position and Cruis'n USA on the 
other. Compare that to the "other" 
console out there and it becomes readily 
apparent that being a fan of racing 
games can be a fairly frustrating 
experience on the N64. This brings me 
to the topic of my latest endeavor, 
Monaco Grand Prix from Ubi Soft, the 
same folks who brought us one of the 
aforementioned stinkers. Another boring 
FI style racer you say? Well, hold on 
Gomer, it looks like Ubi Soft may have 
developed a cross-over title aimed at 
those of us with NASCAR on the brain 
on this side of the Atlantic. Monaco 
Grand Prix was designed to be a true 
FI simulation, all the way from the 














i the slightest movement of the stick 

! which also helped in the control 

! category, especially in the 1st 

! person camera angles. Secondly, 

j if you play at lull race length, you'll 

j be in for a long day indeed. At lull 

j length, the average race will take 

i you over half an hour. So, maybe 

j now you know why I don't use the 

! practice or qualifying sessions. 

! Speaking of camera angles, most 

■ racers only have one camera angle 

j that works. The rest seem to be 

j there for screen capturing 

j purposes. In Monaco Grand Prix, 

j there are seven to choose from 


in the Championship Mode attempting to work 
my way through the entire season. Before you 
start the race, you can choose a practice round 
before the qualifying session and then go into 
the actual race. Being the impetuous arcade 
guy that I am, I never bothered with either. If 
I couldn't win starting in 22nd place, what 
good am I? 

In my opinion, the biggest draw back of FI 
style games is two fold; the control factor and 
the length of the races. Most red blooded 
Americans don't want to go slow and spend 
a lot of time with their foot on the brake in their 
racing games. Such is not the case with 
Monaco. Rarely did I have to use the brakes; 
letting off the gas at the 100 ft markers was 
generally good enough to get you through the 
corners. The cars responded very well to even 


j and every one of them works, 
: especially the first person cockpit 
j view. If nothing else, this factor 
j alone, makes Monaco Grand Prix 
i worth a look. 

i The last thing I want to mention 
! with regard to gameplay is the 
! artificial intelligence. You ever 
! notice that, no matter what racing 
game you're playing, you can 
; always catch up to the guy in front 

: of you? It never fails, you can 

j always out accelerate the 

j competition. Not so with Monaco, 

i (That rhymes doesn't it? Maybe I 
j have a future as a rapper!) The 


















the graphics department; especially with 
FI games. The extensive use of fog is 
criminal. While not the best visual 
presentation I've seen on the system, 
Monaco does a pretty good job of bringing 
this sport to life. The cars are all very 
detailed and the tracks and backgrounds 
are very crisp. There is virtually no pop up 
and the sense of speed is the best I've seen 
in an FI racer. Without question, though, 
the most remarkable visual aspect of this 
game is the first person cockpit view. It's 
the best I've ever seen and completely 
functional. The only downside is the tire 
rotation. If you've ever seen Fred Flintstone 
driving the "RubStone Special", you know 
where I'm going with this. The tires rotate 
like squares. It gets real distracting after 
a while. That being said, the overall visual 
package is pretty solid. Like I said earlier, 
all seven camera angles are very functional 
and no matter what your car is doing, 
the camera does a great job of following 
the action. 


When it comes to sound in a racing games, 
there are only two things to talk about: the 
sounds of the cars and the broadcast quality. 
Monaco does a decent job with the car 
sounds. You can hear the other cars' engines 


key to winning in this game is to make it on 
the corners, you will not be able to catch 
up on the straightaways. I found this very 
challenging; I saw myself getting more and 
more aggressive on the corners as I figured 
out this was my only chance to pass the 
competition. That's the kind of thing that will 
keep me coming back! 


If there is one area of N64 racing that I 
been overly disappointing it has to be 

6 HI * 3 















as they approach, but not until it's too late to do 
anything about it. The broadcast quality is a 
different story ail together. There isn't any! These 
games can get pretty boring when there is no 
running commentary, especially if you're playing 
the full race. There is almost no crowd noise and 
no music whatsoever. Granted, this is a 
simulation, but give me something! 


I love writing about the concept of a racing 
game; go fast and win race! Given that 
Monaco is a true simulation, the concept 
is pretty much set in stone. It's been done 
before, in fact, on every system there ever 
was and it has never changed. 

SHELF LIFE 

Given the sheer size of the individual races, 
you would think that Monaco Grand Prix 
would have a better than average shelf 
life. Maybe, maybe not. The game can get 
pretty tiring after a while when you're 
playing at the longer percentages, 
especially with no commentary. The one 
thing that keeps you coming back is the 

however, isn't enough, because you can 
select your course in the Single Race mode. 
Ultimately, it boils down to your 
competitiveness and your desire to beat 


CONCLUSION 

I'm sure Ubi Soft was looking to attract 
a new demographic to this category 
of racing. To do that, however, you are 
going to have to add something new 
to the experience. And that, Ubi Soft 
did not do. The sport is represented 
very well in this game and, if you like 
FI games, you won't be disappointed. 
If you're looking lor a fresh experience, 
this isn't it. Monaco Grand Prix is the 
best FI style racer on the system but, 
unfortunately, that's not saying much! 
A rental for most, a purchase for fans 
of the sport and those of us who are 
looking for the best cockpit view on the 


the game. If it's only average, you 
probably won't be playing this game 
for extended periods of time. 
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"NOT EXACTLY HEAVEN, BUT..." 

JfSj,* In itie year 2000, a conspiracy to take over 
-T-ss, 1 If ;4, the world will unfold in Washington, D.C. 

l |'W f jk (I'm not talking about Al Gore being 

# elected, which is a scarier scenario). Instead, 

if ““5^ ^ '’’RDsi a group of aliens have created a genetically 

synthesized human race known as 
"hybrids." By placing these hybrid clones 
in high-level government positions, the 
aliens plan to eventually replace the 
President of the United States with a replica 
who is under their control. With the 
President doing their bidding, the aliens 
plan to use the U.S. military to take over 
the world (haven't they heard of checks 
and balances?). While the story is a bit of 
a stretch, such is the situation in which you 
find yourself. The only problem is, as the 
game begins you are unsure of exactly 
who you are or whose side you are on. 


exploration, role-playing games (RPGs), and 
fighting. Your character runs through corridors 
and rooms picking up items, looking for key 
"upgrade" machines, and interacting with any 
characters you might meet. When you meet an 
unsavory character, who seem to be the majority 
of the game's denizens, the word "Fight!" 
appears on the screen. At that point, the camera 
backs out to show both you and your opponent 
in the room that acts as your arena. During 
battles, your stamina, power level and hit points 
are shown on the screen— but your opponent's 
levels are not, so you never quite know how 
close you are to defeating him/her/it. You 
cannot leave until the fight is resolved and, 
should it be resolved against you, the game 
ends because you only have one life to live. 
Fighting in Hybrid Heaven is menu-based. That 
is, you must decide whether to use an item or 
to attack. If you choose to attack, you can either 
punch, kick, or (in some situations) perform a 
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characters to interact with and no opportunity to 
affect the outcome of the story (other than winning 
or losing). The translation of character 
conversations is a little unnatural, causing 
unintentional humor at times. 


Mortal Kombat foes. Mechanical foes look 
better, and fit in with the surroundings. Since 
the story takes place inside an underground 
alien ship/complex, futuristic-looking corridors 


machinery — kind of like the first Death Star, 
eh? It leels alien and, thanks to the camera, 
a little claustrophobic. The game takes 
advantage of the memory expansion pack by 
increasing the level of texture detail, but the 
trade off is a significant drop in the frame rate. 


The game's soundtrack is really well done, 
changing in intensity with the story (although 
it is perhaps a bit too dramatic during the 
generic fight scenes). Sound effects consist 
mainly of punches and kicks being traded, 
doors opening, and boots clanking on floors 
and ladders. The sounds of your laser gun, and 
the resulting explosions, are pretty weak 
however. In addition, you'll notice that you 
won't hear any voices for the characters. I'm 
sure this was a function of limited storage space 
on the cartridge, but it would have made the 
game more engaging to hear the plot unfold 
instead of having to read it. 
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CONCEPT 

Neither fighting, exploration/adventure, nor RPGs are 
unique concepts, but the attempt at blending them 
together merits a few brownie points. However, Hybrid 
Heaven doesn't really add anything new or advance 
any of the genres it has combined. The storyline itself- 
political intrigue, brainwashing, alien invasions — isn't 
all that original either, so I've got to give the 
game an average score in this category. 


SHELF LIFE 

Most adventure/exploration games or RPGs 
have limited replay value. After players reach 
the end of a lengthy story, there aren't many 
reasons to start the game over. Hybrid Heaven 
tries to extend the replay value by adding a 
battle mode which is essentially just the fighting 
portion of the game. The battle mode can 
be enjoyed as a solo contest or against another 
human player, and you can only use the 
characters you've encountered in the normal 
storyline — adding an incentive to play that 
mode. Although the battle mode can't really 
stand alone, it does increase the game's shelf 
life. 

CONCLUSION 

Ultimately, there are better RPGs, fighting 
games, and exploration/adventure games on 

blend these three genres. The cinema sequences 
are very nicely done, but you don't buy a game 


to watch a movie. Too much emphasis is 
placed upon fighting for my taste— I would 
have preferred more puzzles and exploration. 
If you are a fan of RPG-style fighting (i.e. 

games with more emphasis on advancing 
the storyline than puzzle solving, this game 
may be worth a look. 

The danger of combining multiple elements 
in a single game is that you may end up with 
a finished product which is weaker than it 
would have been if the game focused on just 
one of the elements. Zelda is a rare exception 
of a great exploration/adventure game with 
action sequences and RPG elements 
seamlessly blended in. Hybrid Heaven tries 
to be an RPG, a fighting game, and an 
exploration/adventure but it doesn't stand 
out in any single category. While it is 
marginally en|oyable, it just isn't going to 
capture your interest. 
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UBI SOFT'S 

ALL STAR TINNIS 


ADVANTAGE • UBI SOFT 


I will be judged. 

j As can be expected, the game features 
; both exhibition and tournament modes, 
j You can easily jump right into a singles 
i game, or you can play for the champ- 
i ionship. Each mode also has the option 
! for singles or doubles games. In the case 
! of doubles, you can play with up to four 
I players, or you can have the computer fill 
: in the missing positions, 
j In addition to the standard game modes, 
j there is also a "Bomb Tennis" mode. Bomb 
i tennis is an interesting, arcade twist on the 
! game of tennis. It places a bomb on the 
I court wherever the ball last hit. This bomb 
I will explode after a few seconds stunning 
I any player unfortunate enough to be 
: caught near it. Bomb tennis adds another 
j level of skill to the game, because a well 
j placed return can force your opponent to 
j run headlong into an explosive situation. 


Sports games may be one of the first 
genres to appear on a new system, 
but not all sports are as popular as 
football, baseball and hockey. Unless 
you enjoy one of the big three, your 
favorite sport is likely to be left out 
in the cold, at least for awhile. 
Eventually, however, just about any 
sport will eventually make its way to 
a viable system if you wait long 
enough. Well, the wait is over for tennis 
fans, because Ubi Soft has just released 
All Star Tennis 99. 


If you are a tennis fan. All Star Tennis 
99 is the game to get, and not because 
it is the only option. It may have taken 
a while for the game to get released, 
but it was worth the wait. All Star 
Tennis not only meets expectations, 
but it sets the bar at which other N64 
tennis games (if there ever are any) 












It's really too bad they don't allow this variation 
in the Olympics — it is plenty of fun. 

All Star Tennis 99 doesn't skimp on the number 
of player characters, with 12 different players 
to choose from, including: Michael Chang, 
Jana Novotna and Mark Philippoussis. The 
inclusion of actual tennis players is a nice 
touch, because you can play as your favorite 
star. There are eight different courts to play 
upon, and each is made of a different surface. 
The surface can make a difference, because 
a ball will bounce one way on concrete and 
another way on a grassy court. 

The game itself plays well, with all of the 
necessary swings and dives included and 
easy to execute. There are six standard shots 
that every player can use, and two "specials" 
that are unique to each player. The character 


you choose will determine both 
your playing style, and the hand 
the racket will be held in. Every 
player does things just a bit 
differently, so you'll have to 
experiment to find one that you're 
comfortable playing. 

The physics engine deserves some 
attention, simply because of its 
accuracy. Never once did a ball 

natural." Everything just felt right 
when playing the game. 

One aspect of All Star Tennis 99 
that takes a bit of getting used to 
j is the viewing angle. Whether i 


you're playing single player or 
multiplayer, the view is always 
from the same side of the court. 
During a set you will play from 
both sides of the court. This means 
half the time you see your player's 
back and the other half of the time 
you see your player's front. 
Learning how to play well from 
both sides can be challenging. 
The timing required when your 
player is facing away from you 
(which is the traditional view used 
in tennis games) is just slightly 
different than the timing needed 
j when your played is facing you 
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of reflexes, but a game of skill as well. Just 
returning the ball will not win you the 
game. 

If you want to be competitive, you need 
to learn how to aim the ball and to vary 
your strokes. Winning a tennis game has 
nothing to do with speed, and everything 
to do with where the ball is placed. Hit 
the ball too hard and it will go out of 
bounds, hit it too weak and you'll set your 
opponent up for a smash. Hit the ball to 
the far side of the court, and your opponent 
will not be able to reach it in time. 


A lot of work obviously went into the game 
engine, because the game could almost 
be a television broadcast of the event. All 
of the players are motion captured and 
move naturally. There are a number of 
player animations, which are not 
necessary but add to the feel of the game. 
For example, after a bad loss, a player 
may drop to their knees in anguish and 
after a match both players will walk to the 
net and shake hands. 

The courts look good, but every court is 
nearly identical, save for the color of the 
turf. Granted, this is tennis, and a court 
is a court, but something could have been 
done to add a little variation. While 
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ACCLAIM'S 

ALL STAR BASEBALL 2000 


"STILL THt BIST, BUT SHOULD BS MI" 


Acclaim stunned the video game world last year 
with the release of All Star Baseball 2000. The 
game was a visual marvel and one that the out- 
dressed every other sports game on the market 
(not to mention every other GAME|. like most 
beauties in the world, however, the game had 
its share of flaws. The computer Al was suspect 
in some areas, the animation wasn't real fluid, 
and there were various control issues. Still, as 
a total package, most of us considered it the 
best baseball game of '98. Fast forward a year, 
and All Star Baseball 2000 is ready to be 
dissected—lei's see if Acclaim (and their Iguana- 
Texas development studio) fixed all the things 
that needed fixin' I 


Before we address any remedies to last year's 
issues, we should talk about the most impressive 
NEW feature for ASB 2000. And that is (drum 
roll please) the addition of the adjustable 3-D 
baiting icon. Basically, you now have the ability 
to accurately aim your swing. For example, let's 


say you want to try and shoot one down the line, 
just inside the foul line and between the first baseman. 
As the pitcher winds, simply hold down the 'B' button 
and rotate the icon to the right (or left, depending 
on what side of the plate you're on) and, if you 
make contact at the right time, you will have a pretty 
good chance at putting the ball where you want to. 
It takes a little getting used, even for experienced 
video game players, but once you do get the feel, 
you'll find that this new way of hitting adds a lot 

I've found that I really only need to use it for my 
"Punch & Judy" type of hitters — the power guys 
don't need to try and slap the ball opposite field. 
Keep the big hitters going deep, bringing in the little 
guys! 

All Star Baseball 2000 isan improvement over ASB 
99, but more in a general kind of way. Specifically, 
there's a bunch of areas that could have been easily 
tweaked to make it the best baseball game ever. 
Instead, we'll take this opportunity to point out the 










shortcomings, in hope that they get corrected 
lor next year. The first thing I would like to see 
changed is the way the ball Hies — there are 
too many hits and loul balls that land in the same 
spot. In other words, not enough variety in the 
flight pattern! Also, one of the things I've noticed 
is that way too many balls are fielded by the catcher 
(or pitcher). Playing against the computer, it 
routinely (anywhere from 4-10 times a game) 
dribbles the ball out in front of the plate, over to 
the left side of the diamond. At first, you'll be giving 
up cheap base hits because you don't know who's 
going to field it. However, after a couple dozen 
chances, you'll figure out that your best bet is to 
just let the catcher scoop up all of these dribblers. 
My next complaint is with the fielding, most 
commonly when going (or a double play. Say 
your shortstop grabs a one hopper and throws to 


everybody is safe on what should have 
been a ROUTINE double play. There is an 
option to move the infield to 'double play" 
depth before you pilch, but the whole idea 
of having to do this seems loo 'computer/' 
(my own term, meaning 'thatwhat should 
be left to the computer jeebs'). This is, after 
all, a console game, and by definition that 
means 'fun' (whereas 'computer' means 
'dull'). 

Another spot that I thought would have 
been cleared up for 2000 is that of the 
computer At. The next area for improvement 
is in the way a ball lands in the outfield, on 
natural grass. Every time you hit a shot into 
the gap, it hits the grass and just screams 


basemon NEVER seems to be able to get 
to the bag! He always catches the ball about 
five steps from the bag. What's up with 
that? And, to compound matters, the throw 
to first is rarely on time (the computer guys 
run very fast, apparently), so now 
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! a 'slow, medium, fast' selection via the 


to the fence—like it landed on artificial turf. Granted, 
some of the grass in the American League is cut pretty 
thin, but not like turf. Too many balls that should be 
retrieved by outfielders (and thus hold the batter to 
singles) end up getting through and wind up at the 
fence, contributing to lots of doubles and triples. And, 
finally, one last note on the computer Al; it's not 
aggressive enough. I've thrown pitches to the backstop, 
and the computer wouldn't advance runners. The 
computer has plenty of chances to take an extra base, 
and rarely does. I'd also like to see another way for the 
pitchers to have more control over the speed of a pitch 


yellow icons. Also, the new instant replay system 
works well, but there should be an option to remove 
the text from the screen, so that all you see is the 
'frozen' image. 

These are all "constructive criticisms" for a game 
that is on the verge of being monumental. ASB 
still has the best pitcher/batter interface in the 
business, and the movement of the breaking balls 
make the guess-a-pitch feature the best thing since 
pine tar. The bottom line is that the overall gameplay 
is better than last year's version, but still far from 
where it could (and should) be. 

GRAPHICS 

ASB remains the industry standard when it comes 
to graphics, and this year the animations have been 
smoothed out to make the game look even better. 
Gone are the choppy swings and crazy throws, 
replaced by a number of different complete swing 

animations. However, much like with the gameplay, 
the graphics can be tweaked a bit, too. For instance, 
it seems that, more times than not, when you catch 
a fly ball in the outfield, your player is feeing the 
bleachers!? Also, the camera work cuts so quickly 
on some types of infield plays, that you don't get to 
see the entire animation. For all the work that went 
into creating them, you definitely want to see them 
a bit longer. Oh, and one last thing regarding 
graphics — the names on the back of the jerseys 










regarding a game's long-term playability! 

CONCLUSION 

All Star Baseball 2000 remains the best looking 
game on the Nintendo 64, and while the 
gameplay enhancements make it a better playing 
game than last year's version, it's still not up to 
par with the relative ease that can be found in 
Griffey. However, the overall package is what 
we're concerned with around here, and ASB 2000 
delivers a better overall (if somewhat flawed) 
experience than the competition. 


all seem to take up the entire back of the player, 
whether the name is 5 letters long or 10 letters! A 
smaller font or something else entirely might help. 


ASB 2000 is back with the same two man booth as 
last year, and they do just as decent a job of calling 
the game. In fact, I don't think I noticed the guys 
saying anything new this year, but I do bow of one 
thing that they DON'T say—and that is they don't 
give you the final score of the game. It would be a 
nice way for them to wrap up the game by saying 
something like, "...and that's the ballgame. The Giants 
beat the Rockies 8-5. See ya next time". Since the 
announcers always welcome you to the game, they 
should also say goodbye. 


All Star Baseball 2000 gets bonus points in this 
department because the game offers so much, from 
simulation to arcade gameplay, a fantasy draft, a 
minor league system, home run derby, and an 
expanded create-a-player mode. Plus, it's still the 
only baseball game being displayed in the hi-rez 


Much like ASB 99, ASB 2000 will remain the baseball 
game that you want to play all summer long, so the 
shelf life is only limited to your desire to keep playing. 
And, that's about as good a thing as you can say 



















I of the status quo: Ants gather food, 
I grasshoppers take food from ants, etc. 
j In order to bring an end to the 
j grasshoppers reign of terror, Flik sets out 
i on an adventure that takes him from his 
i little ant hill to the big city and back again. 
! The game does a pretty good job, over its 
! 15 levels, of capturing the spirit of the 

movie and Flik's adventures; from the 
j Anthill, to the big city, to the final 
j confrontation with Hopper and his saving 
j Princess Anna. 

i Flik must jump, butt-bounce, gather seeds 
! and power-ups, fire berries at enemies 
I and use these seed pods that can be 
! changed into different types of flora, to 
■ reach higher areas that can not be 
j accessed without them. Some of these pods 
j can be carried by Flik to other locations, 
j where they might be more useful. The pods 
j can change into mushrooms that ultimately 


SHOO FLY, DON'T BOTHER ME 


Disney/Pixar's "A Bug's Life" franchise 
has scored in just about every area 
six months into its life; the films, toys, 
a PlayStation game, the recently 
released home video and, now, 
Activision and Traveler's Tales N64 
version of the game. The PSX game, 
in spite of some poor reviews (mine 
not included, I gave the game a 95% 
rating in PSExtreme) from the video 
game media, scored big at the end of 
last year. Will the N64 version do the 
same? Well, in this reviewer's opinion, 
no. Most of the good stuff from the 
PlayStation version has been stripped 
out, with nothing really new or exciting 
added to the N64 game. Let's take 
a look. 

GAME PLAY 

A Bug's Life follows the adventures of 
Flik, an ant that is out to change his 
colon/s way of life forever. He is tired 
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15 levels. These levels represent five different 
graphic environments and do not include 
bonus levels. 

Unfortunately, as cool as the basic game 
play system is, there are some problems with 
the N64 version of the game that ultimately 
reduce it to a shadow of the original 
PlayStation title — mostly in the graphics 
department which, in turn, effects game play. 


problem that many N64 games have 
suffered from; a complete lack of depth 
of field, brought on by lower resolution 
displays, limited textures and the way that 
the N64 deals with texture smoothing. The 
problem that this creates is that your timing 
on jumps is thrown off, and that you can't 
really get a feel for how near or far away 
an object, platform or enemy is — they 
all look flat and lifeless. The game, by 
design, requires that you jump a little early. 
If you don't, you fall off of the edge of the 
box, can, etc., from which you were 
jumping. The N64 controller doesn't help 
matters when you have to stick a short 
platform after a long jump — the whole 
control scheme is too loose and you will 
find yourself missing some of the tougher 
jumps on a consistent basis. This problem 
is compounded by the camera system. 
There are a number of tight spaces to 
be found in the game and it is easy to get 
trapped with your back to an enemy. Also, 
when you are trying to move quickly 
through a level, the camera simply won't 
keep up and you will have to use the 'C' 
buttons constantly to reposition the camera. 
The result? Many unplanned deaths. This 
short-coming is lessened by the health 
power-up system, but you will lose lives 
because of the camera. 







CONCLUSION 

A Bug's Life is an original effort that 
is plagued by the problems endemic 
to porting games from the PlayStation. 
Much of the graphic excitement that 
made the PSX game a great 
experience has been lost, and the 
publisher and developer have made 
little attempt to replace it with anything 
else. Activision jumped on this title 
and rightfully so — it's just too bad 
that, like GEX: Enter the Gecko, no 
accommodations were made for 
working with the strengths of the N64; 
instead, they simply exposed its 
weaknesses. 

DAVE 


and harvest all of the grain, you'll 
probably get 20-30 hours of game 
play out of the cartridge. But, you 
probably won't go back to it once 
you've completed the game. 
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TRIPLI PLAY 






"IT ISN'T IN THE GAME" 


One game at a time, EA Sports is slowly 
bringing all of their various sports titles over to 
the Nintendo 64, hoping that one of them will 
be as successful as its PlayStation counterpart. 
Madden 64 was their first attempt, but it failed 
to grab the game players' attention and, after 
NFL QB Club was released, Madden all but 
disappeared from sight, the first FIFA title was 
a complete bust, but EA rebounded with two 
very strong soccer titles in FIFA 99 and FIFA 
World Cup. Last Winter they released two of 
their bigger sports title, NBA Live 99 and NHL 
99. While we had mixed feelings toward NHL, 
we all thought Live was the best hoops game 
for the N64 (although, it can be argued that 
none of the basketball games currently available 
for the system will make anyone want to stop 
playing their hoops games on the PlayStation). 
Fast forward to Spring 99 and the beginning 
of baseball season — EA Sports has now 
jumped into the baseball wars with the release 
of Triple Play 2000. Competition will be stiff, 
however, as no less than four baseball games 


will be available by the time you read this; TP 2000, 
Acclaim's All Star Baseball 2000, Konami's Bottom 
of the 9th 2000, and Nintendo's Ken Griffey Jr. 
Slugfest. 

GAMEPLAY 

The first thing I noticed when getting warmed up 
with Triple Play 2000 was the fact that EA has set 
up the game to be used with the D-pad, rather than 
with the analog stick. The main reason I say this 
is because if you want to have control over your 
runners, you'll need to use both the R & L pads, 
and you can't use the L pad if your left thumb is on 
the analog stick and your left trigger finger is on 
the Z button. This really makes no difference to me, 
as the fielders seem to move just as easily with 
the D-pad as they do with the analog stick. What's 
odd is the fact that you can't configure the controller, 
just in case you wanted to use the analog. For 
instance, since 99% of the games out there force 
you to use the analog device (it's actual Nintendo 











Law], most gamers have become accustomed 
to it. So, why not give the option of making the 
Z button work as the L button does, thus allowing 
gamers to use the analog controller and not miss 
out on the ability to control the runners? Anyway, 
that was the first thing I noticed! The next thing 
that occurred to me was that All Star Baseball still 
has no competition in the graphics department 
(but more on that in the "Graphics" section). 
Triple Play 2000 offers the standard baseball 
gaming options, such as a Season mode, a Home 
Run Challenge, the ability to jump right in and 
enter the Playoffs, or simply play an exhibition 
game. When selecting the Season mode, there 
are three difficulty settings to choose fom; Rookie, 
Pro, and All-Star. This mainly has to do with how 
the computer plays against you because, before 
each game starts, you have the choice of making 


the 

against the computer on offense]. The 'eas/ 
mode is a simple timing issue, where you 
only need to push up on the d-pad to try 
and get the ball in the air. On the 'hard' 
setting, you'll be given a batting cursor, 


and will have to lineup the cursor with the 
ball, and the correct timing, in order to be 
successful. For my tastes, neither of these 
hitting styles worked too well, for obviously 
different reasons. On easy, ifs... too easy. 
Simply swing and you'll usually get a hit. 
On hard, the cursor is very 'jerk/ — it's 
not smooth at all. Games like Griffey and 
All Star Baseball also use a cursor system, 
but their cursors are much more sensitive 
to your command, and make timing the 
pitch and lining it up easier. On defense, 
you can choose to have the computer field 
for you (automatic], have it select the guy 
closest to the ball (cpu assist), or have it do 
nothing (manual). While I would prefer to 








use the cpu assist mode, it doesn't work as well as it 
should, as it often chooses the fielder who's NOT closest 
to the ball, thus causing you to botch the play. Don't 
feel let down, N64 owners, 'cause the PlayStation 
version does the same thing! Anyway, you should 
always have an idea as to where the ball is traveling 
because, if it's hit on the ground, there will be a string 
of arrows pointing toward the ball and, if it's in the air, 
then big 'target red' circles will indicate where it will 
land. One last item of note is that you must use the 
yellow 'c' buttons to throw to the appropriate base. 
It seems to me that if you're going to use the d-pad 


to play, then why not just use the 'A' button to thn 
and the d-pad to indicate the base you 
throw to? Just a thought. 

The computer Al also leaves you scratching your 
head. There have been many times when I'd hit 
a pretty hard shot into the gap between center and 
right, only to have the cpu 2nd baseman track it 
down in the middle of the outfield. Other times, I'd 
hit a routine popup to second, and the right fielder 
would stroll in and make the catch on the infield 


GRAPHICS 

Triple Play 2000 isn't the worst looking baseball 
game out there, but it's nowhere near the quality 
of All Star Baseball, and even falls behind Griffey. 
The lack of attention to detail is evident in most 
areas, and really jumps out at you when you 
compare player models. The guys in Triple Play all 
look the same — save for the different batting 
stances. The team uniforms all tend to look alike, 
and all have a very generic look about them. Some 
of the stadiums are nicely rendered, but most suffer 
from a severe case of the fuzzies if you look too 
closelyjandsomeevenifyou DON'T look closely]. 
There are some nice player animations but, after 
playing two or three games, I think I saw them 
all. There are three camera angles to select from 
whilst batting, but the aerial view is worthless, and 
the other two are very similar. 











Triple Play 2000 comes with Jim Hughson providing 
the play-by-play, and he does a decent job of 
handling the duties. For the home team, each player 
gets his own intro music before he steps up to the 
plate. You'll be treated to a quick 3-4 second blast 
of that player's particular musical interest (country, 
rock, rap, or techno). It's pretty cool at first, then 
quickly becomes annoying. I mean, how many times 
do you want to get blasted with the same 3 seconds 
of a song? The sound f/x include big 'blast offs' 
when you smack one deep, and crazy Looney Tunes 
type 'crashes' when you hit a foul ball. 


EA Sports has really brought nothing new to their 
sports lineup. In fact, every other baseball game 
has offered something a little different EXCEPT Triple 
Play! All Star Baseball has the innovative 3-D batting 
cursor thing, Bottom of the 9th has their cool 
'scenario' mode, and even Griffey features over- 
the-top arcade gameplay and cool cut scenes. Throw 
another donut on the scoreboard for concept! 

SHELF LIFE 

Since I'd relegate Triple Play 2000 to 'rental onl/ 
status, then I'd have say that there's not a heck of a 
lot of shelf life here. Sure, the game's got a season 
mode and a home run contest and all of that but 
like I said earlier — the/ve all got that! If you've 
already purchased any other baseball game, then 


be adding TP 2000 to your library any 


Triple Play 2000 is one title that won't get too many 
baseball fans excited. The gameplay is suspect, the 
graphics are nothing to rave about, and the features 
are minimal. Certainly, EA Sports has offered up 
the N64 owner nothing new to make him purchase 
yet another baseball game. If you have to play if, 
then by all means rent it! 

ERIC 
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NINTENDO' S --— 

MARIO PARTY 


One of the strengths of the N64 is its ability 
to handle a four-way split screen, not to 
mention built-in ports for four controllers. 
The system is well-suited for multi-player 
games, and yet most contests of that type 
are mere additions to a primary single¬ 
player game. Mario Kart 64, Beetle 
Adventure Racing, Goldeneye and Turok 
2 all feature excellent four-player contests, 
for example, but the focus of each is still 
on the solo game. Mario Party is one of 
the first games intended to be primarily 
a four-player contest. Does it work? 

GAMEPLAY 

Mario Party is essentially a cross between 
a videogame and a board game. In the 
guise of familiar characters such as Peach 
and Yoshi, players lake terns "rolling" the 
die and moving along six different 
"adventure boards." The goal is to finish 
the game with the most number of stars. 
In order to obtain a star, you must locate 


the Toad character in each board and pay 
him (her?) enough coins to purchase one. You 
can also steal stars from opponents if you have 
enough coins to pay Boo to do your dirty work. 
Finally, at the end of each game stars are also 
awarded to the players who held the largest 
number of coins at once, who won the most 
coins in mini-games (more on that in a minute), 
and who landed on the "?" space most often. 
Coins are fairly easy to accumulate — you 
start the game with a stash and earn more by 
landing on certain spaces, stealing them from 



opponents, or winning them in mini-games. 
Where exactly does the videogame portion 
fit in you ask? After all four players have taken 
a tern, a "mini-game" automatically begins. 
The computer selects one of 50 different mini¬ 
games, each with its own rules. Some of the 
games award coins to the winner by taking 
them from the loser, while others will not 
penalize the losers at all. Many of the games 









require players to catch or avoid obstacles using 
the joystick, but others are mental challenges and 
some are a matter of button-mashing endurance. 
I obviously cannot describe all the games in this 
space, but with titles such as "Memory Match," 
"Tug o' War," "Treasure Divers," "Handcar 
Havoc," "Bumper Balls," "Balloon Burst," "Limbo 
Dance," "Slot Car Derby," and "Whack-a-Plant" 
you should get a good idea of what this cartridge 
is all about. Players may be divided into teams 
of two, three against one, all for one, or everyone 
for themselves. With each new turn, friends may 
become foes (and vice versa). Thanks to the various 
elements of chance, it is usually hard to predict 
who is going to win the overall game until the 
very last turn. 

Aside from the regular board game, you are able 
to play any of the mini-games you have 


encountered by "purchasing" them 
with the coins you have won. Once 
you own a mini-game, you can play 
it at any time, rather than having to 
wait for it to come up at random 
during the regular board game. I 
suppose this was meant to add 
another level of challenge, but I'd 
have preferred that ail the mini- 

different manner. For solo gamers, 
there is a one-player contest which 
takes you through all fifty mini¬ 
games, one at a time. There is also 
a mini-game stadium which 
bypasses the rest of the board game 


elements and allows players to just 
compete against each other in the 
mini-games. Frankly, I found this 
option to be more enjoyable. 

My main complaint about Mario 
Party is that the balance leans too 
much towards the board game rather 
than the videogame side. Since the 
main Mario Party game cannot be 
played by less than four players — 
the CPU controls any remaining 
characters — you'll always have 

to take their turns. A lot of time is 
spent watching other players rolling 
the dice and making decisions. This 
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in the various events. Mario Party has you 
doing the exact same thing to that small and 
fragile looking stick in the center of the 
controller. Be forewarned — you ought to 
consider keeping replacements on hand! 


GRAPHICS 

Visually, Mario Party is adequate. The game 
boards are colorful 2D backgrounds which 
your 3D polygonal characters move upon. 
Although most of the mini-games are played 
in three dimensions, the graphics are fairly 
simple so as not to detract from the gameplay. 
The best thing I can say about the graphics 
is that the game looks like it belongs in the 
Mario universe. Many familiar characters 
appear — Bowser, Koopa Troopa, Bob-ombs, 
Boo, and Toad — and there are coins, stars, 
mushrooms, blocks, and pipes to be 


may be expected with board games, but as a 
videogame player (and this is a videogame after 
all). I've become accustomed to more fast-paced 
action. Finally, it seems that more luck is involved 
than skill. Again, this is part of the board game 
experience which is not normal for videogame 

A secondary complaint involves the rigorous 
demands of a few of the contests. I fondly recall 
Activision's Decathlon game for the old Atari 
2600 which required you to wiggle the joystick 
back and forth as fast as possible to compete 


SOUND 

The sound effects are typical for a Mario 
game. The characters all have their familiar 
grunts and laughs (and whatever that sound 
is thatYoshi makes). I expected to hear familiar 
tunes from games such as Mario Kart 64 and 
Super Mario 64, but the soundtrack here is 
new. Thankfully, the background music fits 
the tone of the game, changing from board 
to board, and never becomes too repetitive. 
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ever been a board game/videogame hybrid. Perhaps 
it is the start of a new genre which may be explored 
further. As with board games, there is luck involved 
with rolling the die and landing on various spaces. 
As with videogames, there is skill involved in 


competing in the mini-game. I appreciated 
the uncertainty associated with the roll of the 
die and other random events but, on the other 
hand, I found it frustrating to win mini-game 

stars stolen from me at the last minute. 
Although I believe the concept needs to be 
refined, the game still gets points for being 
unique. 

SHELF LIFE 

Mario Parly has plenty of replay value. Since 
the game has so many random elements, it 
will be different every time you play. There 
is also some "forced" replay value in trying 
to open up two hidden adventure boards. 
However, in order to get them, you will have 
played every mini-game several times each 
and are bound to be tired of them. The 
adventure boards differ primarily in the 
placement and number of each type of 
spaces, so there isn't much incentive to go 
through each one. The one-player game also 
doesn't take long to complete. The shelf-life 



is definitely dependent upon your desire 
to play a four-player game. 

CONCLUSION 

Mario Party is an enjoyable experience 
which stands out from the current selection 
of games. However, I don't think that this 
game is for everyone. If you are primarily 
a single player, you will complete the solo 
game in short order and may find little 
joy in defeating CPU opponents. If you 
are a typical videogame player who 

probably prefer the death matches of 
Goldeneye and Turok 2 or the battle 
racing of Beetle Adventure and Mario 
Kart 64. On the other hand, if you enjoy 
a more leisurely contest and/or want to 
play with family members and friends 
who might not be as fanatical about 
videogames as you are, Mario Party just 
might be the hit of your next soiree. 

MARK 





















"HELLO...? MCFLY!" 


On the positive side, this allows you to explore 
and create your own best path. On the negative 
side, the lack of order requires much more 
thought than should be necessary. Rather than 
concentrating on tricks and discovering what 
obstacles can be utilized, you are instead 
scanning the radar searching for the next 
checkpoint and trying to avoid any dead ends. 
As far as control is concerned, the analog stick 
directs the character on the course and turns 
him or her in the air. One button makes the 
player jump and the other provides for a turbo 
boost. You are given a set amount of turbos 
which can later be increased by performing 
more tricks. Other than that, you need to use 
the trigger almost constantly to accelerate. 
Although the controls for movement are simple, 
performing tricks requires use of the yellow 
C buttons. As we all know, these are not the 
easiest buttons on the controller to reach, and 
it is often hard to tell them apart without taking 


Not long alter the Back to The Future sequel 
was released, director Bob Zemeckis 
received a lot of requests from parents 
asking where they could buy the Mattel 
hoverboard which was featured so 
prominently. Even after he explained that 
it was all done with special effects, many 
of them didn't believe him. While 
hoverboards still don't exist in the real 
world, N64 owners can now take one for 
a spin courtesy of Agetec's Air Boardin' 
USA. There is even a board named the 
"McFly!" 

6AMEPLAY 

Air Boardin' USA is not a racing game, 
but an exhibition where you score points 
by attempting tricks on various course 
obstacles. All your fancy tricks will be in 
vain, however, if you fail to reach one of 
the three checkpoints before time runs out. 
These checkpoints are scattered throughout 
each of the courses in no particular order. 









your eyes off the screen. Depending upon where 
and when you press the C button, and which C 
button you actually press, you can perform different 
types of tricks in the air, or on the edges of hallpipes 
and other obstacles. 

There are four characters to choose from initially, 
with more available as the game progresses. Each 
character has his or her own stance (regular or 
goofy), but this doesn't matter since you can change 
position during the game. There are around 8 
boards to choose from, although some are not 
immediately available, and each one looks and 
handles differently in terms of acceleration and 
speed. There are alpine boards which go faster 
in one direction than the other, and free-style 
boards which go equally fast both ways. The 
practice mode gives you a chance to get acclimated 
to the equipment and walks you through some 


basic tricks. 

One question you might be asking, 
aside from "Do the boards work on 
water?" (they do) is: "Is there no 
friction with a hoverboard?" Darn 
right, Einstein! The game tries to 
simulate anti-gravity by making the 
board feel like it is sliding on ice (and 
not just on the snow level). As you 
make a turn, for example, the board 
will still continue heading slightly in 
its original direction. When you bump 
something, you will be sent off in the 
opposite direction. This makes for 
a more slippery feel than regular 
racing games and lakes some getting 


used to. There are no brakes, 
although your board will come to a 
halt if you stop pressing the 
acceleration button (Why, if there 
is no friction? And why, fair that matter, 
do you slow down going up a hill?). 
Physics aside, my main concern has 
to do with the layout of the courses. 
There are invisible (until you smack 
into them) boundaries surrounding 
the edges of all the courses, but in 
the middle it is a free-for-all. While 
this is well-suited for performing tricks, 
it doesn't seem to fit the requirement 
of moving forward through 
checkpoints within a limited amount 
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seem to affect gameplay much. During the 
two-player vertical split screen mode I failed 
to notice any slowdown in the frame rate, which 
is good, although the map of the level is 
distracting because it is centered and therefore 
overlaps both player's sides of the screen. 
All of the courses are visually interesting, 
although it bothered me that they weren't in 
the same scale when compared to the size 
of the riders. Since the game has "U.S.A." 

such as LA., San Francisco, or New York rather 



of time. The game forces you to find your best 
place to do a trick and then move on. I would 
have preferred a little more time or ordered 
placement of checkpoints. 


than the generic (and nearly clichE ) park, 
forest, snow, and island courses. 


The tunes for each course are catchy, but not 
what I expected. I imagined something along 
the lines of surf punk "music," grunge rock, or 
even techno. Instead, the soundtrack is an 
upbeat one more fitting of a Mario game. 
As for sound effects, this type of game doesn't 
feature many. The hoverboards all make a 
slight "whooshing" sound, the crowd cheers 
or groans when you finish a course, and there 
is an "oof" sound when you collide with an 
object. The only real audio feature of note is 
the deejay who provides words of 
encouragement (or derision) in his best "Bill 
and Ted" voice. Fortunately, you can turn him 
off. 










CONCEPT 

We've seen jet ski, snowboarding, and 
skateboarding videogames before, but these are 
all based upon real-life equipment. The use of 
hoverboards is both good and bad. Since the 
equipment is imaginary, it is unique and therefore 
refreshing. On the other hand, you don't get 
the same "thrills and spills." Nothing seems 
to be dangerous since you can hover over 
water, and if two players collide they just 
glance off each other. Even after landing 
upon your head, you pop back up like a 
Weeble. This is more of a gameplay 
complaint, though. The concept of 
hoverboarding through obstacles, while not 
entirely novel, does allow for more complex 
tricks and higher air than the usual skating 
and surfboarding games. 


A two-player split screen contest adds to the 
game's replay value. Players will also want 
to spend the time to open up four additional 
characters and boards, as well as a hidden 
level which takes place in a giant house. 
Along with the main game, with three 
difficulty levels for each course, there is also 
a time trial mode and a coin challenge mode 
which requires you to collect the coins 
scattered throughout the level before heading 
to the exit. There is also a free mode which 


lets you have fon on the various courses 
without having to worry about the timer. 
All of these modes add up to a decent 
shelf life. 

CONCLUSION 

Air Boardin' U.S.A. is an entertaining 
game which should appeal to racing fans 
(even though it is not a racer) as well 
as snowboarding and skateboarding 
enthusiasts. It feels very much like a classic 
arcade game in that the object is to score 
the most points. To do so, you'll have 
to experiment by jumping onto and off 
of everything you see. Since your only 
competition is yourself, the two-player 
contest adds some needed excitement 
and extends the replay value. Although 
the courses could have used more 
structure to provide a feeling of "flow," 
and wipeouts could have been done a 
little better, the game is still enjoyable. 

MARK 





















IT'S A ME... SMASHIO! 


Many American gamers look at Japan with 
envy, simply because of the variety of titles 
that are released in the land of the rising 
sun. As any avid player can tell you, there 
is many a good game released in Japan 
that never sees the light of day stateside. 
When I first heard about Super Smash Bros., 
I feared it was going to be one of those 
games. It is cute, stylized and features 
Nintendo characters duking it out to the 
finish. Needless to say, I was more than 
surprised when the game appeared on the 
U.S. release list and I had a review copy 
in my hot little hands. There would be no 
need to import this little gem of a fighting 
game, because it was already here. 


Super Smash Bros, is a fighting game, but 
it isn't one that you've ever played before. 
Because this is Nintendo (and it stars some 
of Nintendo's most well known characters), 
Super Smash Bros, does things just a little 


bit differently. 

Like any fighting game, the ultimate goal in Super 
Smash Bros, is to win. After selecting from one 
of 12 different Nintendo characters (eight are 
selectable right away and four are hidden 
characters), you are on a world-tour type quest 
to defeat everyone else and claim the 
championship. The characters that can be found 
in the game are Mario, Donkey Kong, Link, 
Samus, Yoshi, Kirby, Fox McCloud and Pikachu. 
The hidden characters are Luigi, Ness, Capt. 
Falcon and Jigglypuff. 

Each character in the game has a unique set of 
signature moves that fits with the style and history 
of the character. For example, Mario can throw 
fireballs and can perform a coin popping uppercut 
on an opponent. Samus can drop bombs, execute 
her trademark screw attack, or fire her hand 
cannon at her opponent. Donkey Kong is slow, 
but powerful and Kirby has the ability to copy 
his opponent's attacks. While every character 









Another advantage to the simple 
controls is a leveling of the playing 
field. If you are one of those players 
who could never get into Mortal 
Kombat, Street Fighter, Tekken or 
anything else with complex controls, 
then this is your game. It allows the 
beginners to have a decent chance 
against the pros but, at the same time, 
the game also provides a challenge 
for the fighting game masters. 

Because this is a Nintendo fighting 
game, you never beat your opponent 
bloody, nor do you kill them with a 
finishing move. Instead, the object of 
the game is to damage your opponent j 


to weaken them, then fling them off of 
the stage with a special attack. For a 
fighting game. Super Smash Bros, is 
surprisingly tame. It is a nice change 
from the violence that seems to be 
popular in the genre today. 

To ensure that the action stays fast and 
lurious, Nintendo has kept the stages 
fairly close in. Instead of being able to 
run around like a spastic 10-year-old, 
you have to play with a purpose in 
mind. Wild movements are likely to 
result in you jumping off the stage 
yourself; not exactly the way to win the 
game. The stages themselves are 
j patterned after the homeworlds of their 


has different abilities, they are well balanced. No 
one character has a distinct advantage. 

One item worth noting is the simple control. Whereas 
many fighting games require you to memorize 
complex combos and joystick busting movements, 
every control in Super Smash Bros, is a basic 
movement. Before you start groaning, realize this is 
a strength of the game and not a weakness. 

The simple controls do not take away from the 
complexity of the game. Rather, they allow the players 
to focus more on the game itself. You are no longer 
worried about executing a "super hyper killer combo" 
at the right second. If you want an attack to happen, 
you just click in the right direction and it happens. 
The basic controls make it easier for players to try 
new characters because, even through the characters 
may handle differently, they all share the same set 
of commands. 
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inhabitants — Link fights above Hyrule Castle, 
Pikachu fights on the skyscrapers of Saffron City 
and Samus fights on the surface of Zebes. In 
addition, each stage has a few "natural" obstacles 
to keep the players on guard. 

Besides the natural level obstacles, random power- 
ups and items will appear on stage from time to 
time. These can be as simple as a lew boxes which 
can be thrown; as powerful as Mario's Donkey 
Kong hammer, which will knock almost any 
opponent off the stage; or as useful as the Fire 
Flower, which allows any player to become a 


ing flame-thrower. There are also power- 
items to reduce damage and make you 
temporarily invincible. Judicious use of an item 
can easily turn the tables of battle. 

Besides the standard quest mode, Super Smash 
Bros, also has the expected versus mode. The 
versus mode here, however, is not just limited to 
one-on-one. The game will allow up to four 
players at any one time. You can be fighting 
in a free-for-all or going at it in teams. The ability 
to pair off allows for a unique contest. When 
you have an ally (as well as two opponents) 
on the screen, everything changes. This is a great 
game to pull out at a party or whenever a large 
crowd is around. 


Visually, Super Smash Bros, is great. Nintendo 
has done an excellent job of moving a group of 
2D characters into the 3D realm. I was a bit 
skeptical at first, but the game accurately portrays 
each and every character. Character design isn't 
the only shining example though. A lot of work 
obviously went into the level design. 

Each level conveys a good sense of the "parent" 
game, as well as being a challenging fighting 
arena. For example, when you are fighting Link 
above Hyrule Castle everything has a "Zelda" 
look and feel to it. When fighting Yoshi on Yoshi's 
Island, the level has a cute, painted pastel look 
to it. If you've played any or all of the original 














games, then you will really appreciate tfie look and feel 
of the arenas. 

Most of the music in the game consists of re¬ 
mixed tunes from earlier Nintendo titles, but 
nothing could be more appropriate. The music 
makes each stage easily recognizable and adds 
to the character of the game. You don't even 
need to look at this game to know it is a Nintendo 
title. 

Like the music, the sound effects are also sampled 
from other games. From loose coins to spinning 
fireballs, nearly every sound you hear will be 
familiar if you've played eadier Nintendo games. 

Like the music, the effects add familiarity and 
character to the matches. 

CONCEPT 

While the concept of a fighting game is not new; 
these things have been around for ages, 
Nintendo has taken the concept in a whole new 
direction. With a total lack of blood, basic 
controls, popular characters and well-balanced 
play, Nintendo has created a fighting game that 
will appeal to experts and beginners alike. This 
is the first fighting game that can be picked 
up with ease and yet still take a while to master. 


SHELF LIFE 

This is one of those games that is going to 
be a popular part of your N64 collection. 
As a single player game, Super Smash Bros, 
is challenging and fun. As a multiplayer 
game, however, it is downright addicting. 
Good fighting games tend to get better with 
age, because the more you play the better 
you get. While it is possible to eventually 
best the CPU, it is really hard to best a friend 
who has been playing just as long as you. 
Because your skill level will increase with 
practice, the games will only get better. 

CONCLUSION 

I never thought I would be recommending 
a Nintendo branded fighting game, but here 
I am doing just that. Super Smash Bros, is 
an excellent piece of work that deserves 
to be played. I only have one question 
regarding this game and that is; "When do 
we get to see Super Smash Bros. 2?" I know 
I'm already awaiting the sequel. 

ADAM 
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>£0 BY REBELLION 

Inlogrames, with the help of developer Rebellion, have added Klustar to their growing lineup of Game Boy Color titles. Klustar is a new puzzle 
game in the tradition of Tetris, with different shaped pieces lolling from the sky. The object in Klustar is to prevent the Klustar from growing 
so large that it fills the screen, by getting square matrices of blocks. When you do get a matrix, the blocks will disappear and the Klustar 
will collapse inwards.The difference here (and it's just one of many differences] is that the pieces can 
come from any of the four sides of the screen! As you attach puzzle pieces to your Klustar, you can 
rotate it in any of the lour directions in order to make the piece fit in the best possible location. In the 
options menu, you can select from which direction the pieces will come, or you can make it random 
so that you'll never know where the/re coming from, and then you'll have to continually rotate the 
Klustar! If you're losing ground to the pieces, and your Klustar is becoming unshapely, it will become 
so big that you won't be able to rotate it anymore, thus signaling that the end is near! Klustar is an 
interesting twist on the Tetris theme, and puzzle Ians of this type will want to give Klustar a try. 
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Midway continues to bring out their Arcade Hits games to the Game Boy Color, 
game players of all generations are enjoying terrific playing classics in the palm of 


their hands. First their was Defender/Joust & Moon Patrol/Spy Hunter, now Midway has released the arcade puzzle game classic, Klax. Like most 
puzzle games, the idea is simple; collect tiles on your paddle as they come down the conveyer belt (you can hold up to five tiles at a time). Drop the 
tiles into the wells below and connect them with tiles of the same color to earn points.Tiles can be matched horizontally, vertically, or diagonally, and 
they move down the conveyor belt which has five lanes. If you don't catch a tile it will drop, and then the "Drop Meter" records the drop with an 
indication light. When all the lights are lit, the game is over. The well can hold up to 25 tiles (5x5), so you always need to be aware of where you 
are going with your next tile. Also, there are 100 levels in Klax, with each one requiring a certain task to be completed before moving on to the next 
level (either point based or number of Klaxes required). There are various gameplay styles that help mix things up, such as Klax Wave, Diagonal Wave, 
and Point Wave. Klax has stood the test of time so far, and making the transition to the super-small screen should be no problem. Klax fans rejoice! 


RPG's on the Game Boy are few and far between. When 
we heard Atlus was "revving" up to release their first Color 
Game Boy game, which would be a unique RPG entitled 
Revelations: The Demon Slayer, we went all gonzos and 
begged and pleaded for some advance screen shots. Being the ultra-cool gamers that they are, Atlus had no problem sending us these four shots to whet our 
appetites for mini-RPG action. The good news is there's nothing mini about the game itself. Revelations is a full-blown RPG of the sort you'd expect to play on 
your SNES (but not quite N64 caliber). Revelations is a classic tale of monsters and magic, featuring the never tiring story of a young apprentice learning the 
art of magic and combat, until one day, an evil darkness covers the land. That's when strange creatures start to appear and all the trouble starts. One of the 
unique things about Revelations is that creatures you come across can be "talked into" joining your farces. If, or when they do, you can then fuse them with 
other creatures to create a new, more powerful one. When you think you have a truly "killer" creature, you can link up two Game Boys and pit your creature 
up with a friend's in a special two player VS mode. With over 20 hours of gameplay, Revelations is looking to be a nice start for Atlus. 
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fHE SMJ RF’S StWT'' 

I tJfc -1 CspRIT,-,^I* was ° good Ihing Hefty Smurf was out smurfing in the woods, otherwise there would be nobody 
t>Ei/ECOPEC> BY IWFOGRAMES around to save the entire Smurf Village. You see, the evil Gargamel cast a wicked spell over the 

village, causing all of the Smurfs to be trapped in their worst nightmares! Luckily, Hefty Smurf finds a magic potion in Papa Smurls laboratory, and he can safely enter into the dreams of 
the other Smurfe And, so, your quest to save the Smurfs begins! The Smurfs Nightmare contains six detailed levels, and many bonus stages. The object is to get through each stage, completing 
the required tasks, and then restoring your health or obtaining extra lives through the bonus rounds. The levels are filled with different items to collect, like Raspberry Juice Flasks that increase 
your energy by a point, big hearts that add one heart permanently to your energy bar, Nettle Juice that makes you invincible for a few seconds, and many other items. One item you 
won't want to pass by are the Sarsaparilla Leaves — collect 40 of these and you get to go to the bonus stage at the end of the level! To help you find all of the leaves, you will be able to 
make your Hefty Smurf walk, jump, swim, duck, push, fly in a soap bubble, and even fly with wings. Infogrames continues to produce some of the more innovative Game Boy Color titles, 
and The Smurfs Nightmare is another example. Smurf fans will certainly want to check it out, but even non-fans of the blue characters will have fen with this gam. 



WWf ATOTO&E 

OE-VELOPEt> Br CRAWFISH IHTERACTHSE 

Just when you thought you had seen it all, Acclaim has brought their WWF series of games to the small screen. And, not only 
does WWF Attitude share many of the features of its N64 big brother, but it does it all with only two buttons (ok, three, 'cause 
you gotta use the select button for special moves]! 

There are seven different modes of gameplay in Attitude; Challenge (work your way from the bottom and take on all challengers 
to get to the WWF Championship], Career Mode (as they say "it ain't work for a clerk, jerk", and the/re correct—fight EVERY 
fighter on your way to the lop), King of the Ring (8 fighters, one belt — wrestle until you lose), Vs (a one match event battling 
anyone you desire), Tag Team (you know what to do), Cage Match (Yes! If you try to leave loo soon, your opponent can rattle 
the cage and watch you drop like a rock — you smell what I'm cookin'?), and Training Mode (learn before you talk). 

There are 20 wrestlers in WWF Attitude, including Stone Cold, the Rock, Undertaker, Triple H, Val Venis, and Sable. Each 
character has his/her own finishing move, so you can expect to see The Money Shot, The Tombstone Piledriver, the Implant DDT, 
and the Mandible Claw. For WWF fans, and owners of the Game Boy Color, it just doesn't get any better than WWF Altitude. 



The first baseball game for your Game Boy Color has arrived on the scene, and it's packed fell of features that are normal/only found on the consoles. All Star Baseball 2000 
from Acclaim represents the new wave of sports titles for the world's most popular handheld gaming system, and here's a list of reasons why. First, you can participate in 
season play (162,87,30, or 15 game length), go straight to the All Star game or the playoffs, take baiting practice, play an exhibition game, or even try your hand at the 
Home Run Derby. Before each game you can rearrange your lineup, check the season standings, or even make changes to your fielders' positioning (standard depth in the outfield, 
for example). As far as gameplay is concerned, ASB 2000 plays remarkably well lor the small screen. The pitcher/batter interface is the key to a successful baseball game, 
and ASB delivers. The pitcher can select from three different pitches, and then can elect the speed of the pilch (fast, medium, or slow). Heck, you can't even do that with ASB for 
the N64! Also, the pitcher can use an adjustable height scale to get even more accuracy with the selected pitch. Batting is accomplished with the simple timing mechanism, and 
works well. All Star Baseball 2000 is a solid gaming experience that no sports fan will want to be without—go check it out know before the season passes you by! 








































THE BACKDOOR 


VIGILANTE 8 - 

PASSWORDS 

"A_MOON_GETAWAY" 
reduced gravity 

"POPULATION-OUT" 
no enemies present 

"LIVING_FOREVER" 
no damage (invincibility) 

11 LONG_SLIDESHOW" 

all ending movies play in sequence 

"MIX_MATCH_CARS" 
allows multiple players to choose 
the same car, and to chose a car 
belonging to enemy gang in 2P 
Quest 

"GANGSJJNLOCKED" 
unlocks all cars except flying 

"GIMME_DA_ALIEN" i 
unlocks the flying saucer 

"LEVELSHORTCUT" 
unlocks hidden levels 

"MISSILE_ATTACK" 
enhanced missile 

"LAM_TOUGH_GUY'' 
hardest difficulty level 

"GO_REALLY_SLOW" 

”MAX_RESOLUTION" 
ultra high-res display mode 

"FIRE_NO_LIMITS" 
no weapon delay while firing 

"JTBT7CFD1LRMGW" 

Unlock Everything 




FI WORLD GRAND PRIX - 

RACE ON THE HAWAII TRACK: 

Enter Exhibition and then select Drivers. Cycle through the 
drivers until you find the driver Williams. Select Edit Name 
and change the driver's last name to VACATION. Return to 
the title screen, then re-enter Exhibition and select Courses. 
Cycle through the tracks until you find the bonus track-Hawaii. 


ALL CARS & CUPS 

C^wwooj 

OPEN All SECRETS: 

AT PLAYER SELECT SCREEN, 
PRESS LEFT, UP, RIGHT, DOWN, 
Z, R, DOWN, LEFT, 

UP, RIGHT. 















































cams FDR CHEATERS 






























































CDOE5 FDR CHEATERS 


DUNK FROM ANYWHERE: 

L, L, C-Down, L, L, C-Down, L, L, 
C-Down, Z 

SUPER PUSH: 

L, L, Up (on D-Pad), L, L, Up (on D- 
Pad), L, L, Up (on D-Pad), Z 

TIE THE SCORE: 

L, L, Down (on D-Pad), L, L, Down 
(on D-Pad), L, L, Down (on D-Pad), 


TURN TEAM ON FIRE: 

L, L, Right (on D-Pad), L, L, Right 
(on D-Pad), L, L, Right (on D-Pad), 




CANCEL ACTIVATED CHEATS: 

L, L, Left (on D-Pad), L, L, Left (on D-Pad), L, Ljlft (on D- 
Pad), Z 


SMASH BROTHERS - 


PLAY AS CAPTAIN FALCON 

Beat the game with any character on any difficulty level and 
number of lives. Then, defeat Captain Fqlcon. Alternatively, 
beat the game in under twenty minutes. Then, defeat Captain 

PLAY AS PURIN (JIGGLYPUFF) 

Beat the game with Captain Falcon on any difficulty level 
and number of lives. Then, defeat Purin. 

PLAY AS NESS FROM EARTHBOUND (MOTHER 2) 

Beat the game on the normal difficulty setting and three lives. 
Then, defeat Ness. 

PLAY AS LUIGI 

Beat Bonus Game 1 "Break The Target" with the eight original 
characters and one bonus characters. This can be done during 
Bonus 1 practice. Then, defeat Luigi. If you lose the match, 
complete Bonus 1 again with any character for a rematch. 

ITEM SWITCH MENU 

Accumulate two hundred kills with any character in their total 
records to unlock an item switch menu. Options on this menu 
include toggling certain weapons and the frequency they appear. 
Alternatively, select versus mode, choose any character for 


yourself and the three CPU players. Select "Stock" mode, set 
the number lives to ten, and computer handicaps to five. Begin 
a game and win. Then, enter the options screen under versus 
mode to access the items switch menu. 

SOUND TEST 

Beat Bonus Games 1 and 2 with all characters, including the 
secret ones. This can be done during Bonus 1 and 2 practice. 

CLASSIC MUSHROOM KINGDOM STAGE 

Beat the game with all eight original characters. Then the Classic 
Mushroom Kingdom stage will be available under versus mode. 

ALTERNATE COSTUMES 

At the character selection screen, press C-Left, C-Right, C- 
Up.gr C-Down. 

CHANGE CHARACTER VIEW 

At the character biography screen, hold Z and press the Analog- 


AUFE 

3m game under versus mode. Then if you lose a life, 
P|B& Start to take a life from your partner. 

LOSE A POWER AS KIRBY 

If you want to intentionally lose a power gained after eating 
another character as Kirby, press L to execute his taunt. 


GI 2: I 


2: UNIVERSAL TOUR 

CHARACTER PASSWORDS 


Play as George 

Enter "SM14N" as a password. 


Play as Ralph 

Enter "LVPVS" as a password. 


Play as alternate Myukus 

Enter "B1G4L" as a password to play as a purple version of 
Myukus with perfect stats. 

















JCCLAIM 

www.acclaimsports.com 




The smash sequel to 
“...the best baseball game of the year.” 

- GamePro Magazine 
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ss anyone selling releases from 
of support them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



